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Build a custom Racer and compete against your 
opponents in the race arena. Gain Glory by driv- 
ing over waypoints and by wrecking other Racers. 
The player with the most Glory at the end of the 
race wins. 

Ser Up 

Build Your Racer 

As you purchase or trade for Racer Knights cards, 
you'll be able to build your own custom Racer by 
combining different parts you collect and build. If 
this is your first pack of Racer Knights cards, take 
the cards one at a time and carefully punch out the 
parts and assemble them. 

TeRCDiNOLoqy 

A Racer is a car driven in the arena to acquire 
Glory. 

A Knight is a person who drives a Racer. 
Knights come from many species. 

A joust is an arena duel between two or more 
Knights in their Racers, the winner of which is the 
one who gains the most Glory. 

Two of your cards will form your Racer's chassis. 
All of the other Racer parts attach to the chassis. 
One card will form your Racer engine and also 
have a shield mod. Another card has your tires 
and a weapon. 

A Racer must have a chassis, engine, tires, weap- 
on and a Knight to be considered suitable for play. 
Everything else is optional. 

Once you build your Racer, be sure to collect 
the punch-out strips that list the statistics for each 
part of your Racer. These "stat strips" fit together 
so you can see all of your Racer's game details. 
For example, your chassis might give your Racer 
3 Speed and your engine might give your Racer 2 
Speed. When you line up your stat strips, you can 
look down the Speed column to see that this Racer 
has a total Speed of 5. 

Check your engine's stat strip for the Durabil- 
ity score of your Racer. Take one of the dice that 
came in your pack and set it on your engine with 
the engine's Durability score showing on the top 
of the die. As your Racer suffers damage in the 
race, the engine will lose Durability. Turn this Du- 
rability die so that it always shows your remaining 
Durability points on the top face of the die. If you 
are reduced to zero or less Durability, your Racer is 
Wrecked! and the race is over for you. 

Some parts have special abilities that change the 
way the rules work for you! The special ability rules 
on a part's stat strip always overrule one of the basic 
rules of the game listed in this rulebook. Each spe- 
cial ability is explained at the end of these rules. 

CARD NUCDBGR AND RARlTy 

Stat strips and Knight cards also list the Racer 
parts' or Knight's card number and rarity (chassis 
parts are labeled a and b because they include 
two cards to make a single part). A rarity of C is 
common, U is uncommon, R is rare, UR is ultrarare, 
and T is a special prize available only through or- 
ganized tournament play. 

You can find a complete checklist and more 
about organized play at the Racer Knights web- 
site at www.racerknights.com. 

Valor 

Valor represents the "something extra" that 
being a Knight offers. Add up the total number 
of Valor your Racer and Knight give you before 
you hit the arena. Put that many Valor markers in 
front of you. You'll spend one of these each time 
you use Valor in the race. You’ll find Valor on 
your driver, chassis, engine and weapon cards. 

You’ll see a star on the back of the Valor marker. 
This is a special token not used in the basic game of 
Racer Knights. You’ll use this token for advanced 
and tournament play. Its use depends on the kind of 
joust you’re playing. You can find variant joust rules 
free for download at www.racerknights.com. For 
now though, just use the Valor side of these tokens. 

Valor Marker Star Token 
Waypoint Placement 

Your cards came with waypoint and blocker play 
pieces to punch out and use. Set aside one waypoint 
for every player at the table, plus one extra waypoint. 
For example, in a three-player game you would have 
four waypoints. Make certain all the waypoints have a 
different number on them and are in order. Thus, way- 
points 1, 2, 3 and 4 are used in a three-player game. 
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Waypoint Blocker & Waypoint 
Place waypoint 1 in the center of the table or play 
area. Starting with the oldest player and going in 
age order to the youngest, each player takes the low- 


est-numbered waypoint from the pile (starting with 
waypoint 2, because waypoint 1 is already placed) 
and places that waypoint anywhere on the table. 
Waypoints may never be placed closer together than 
the short side of a Racer Knights card. 

During the joust, you gain a point of Glory when- 
ever your Racer passes over any part of the waypoint. 

Before a Racer can pass over a waypoint, how- 
ever, you must open the waypoint by destroying its 
blocker. The blocker will have an Armor and Dura- 
bility listed on it. You must use a Ram or Weapon 
attack (explained below) to destroy the blocker. 
Once you destroy the blocker, you can drive over 
the waypoint to gain one Glory. 

Each waypoint blocker needs to be destroyed 
only once. Thereafter every player is free to drive 
over the waypoint without having to attack the 
blocker first. 

You gain one Glory for each waypoint you touch, 
but you must touch each waypoint in numerical order 
(first waypoint 1, then waypoint 2, then 3, etc.). The 
first Racer to cross the last waypoint gains 2 Glory. 

Take one Glory marker for each Glory you gain 
during a joust. 



Glory Marker 


Racer Placement 

Starting with the youngest player and going in 
age order to the oldest, each player places his Racer 
five card lengths from waypoint 1. No Racer can 
be placed any closer to another Racer or waypoint 
than the long side of one card. 

COLLeCT THC FALCON SI 

The cards that contain engines and shields also 
include special tokens known as Falcons. Falcons 
are special medals Knights earn when they joust 
victoriously. 



Falcon Token 


These Falcons are valuable to you, too — re- 
deem them for cool prizes! A silver token is worth 
one Falcon and a gold token is worth two Fal- 
cons. To learn more, visit the Racer Knights web- 
site at www.racerknights.com. 

past! 

Now the joust begins! The race is played in rounds 
and continues until one of two things happens: 

1) A Racer crosses over every waypoint in num- 
ber order, or 

2) All but one Racer is Wrecked! (Remember, a 
Racer is Wrecked! when its Durability is reduced 
to zero or less.) 

Round Sequence 

Each game round goes in the following order. 

1. Drive Roll: Each player rolls a die for his drive 
roll. The result of the drive roll is used to deter- 
mine both the order in which each player takes 
his actions and how fast a player's Racer goes dur- 
ing his round. It's best to leave your drive roll in 
front of you until you take your actions so there's 
no confusion about what you rolled. Note that if 
anyone wants to use a special ability that happens 
before drive rolls, the player must declare this be- 
fore he makes his drive roll. 

2. Round Order: Each player adds his drive roll 
to his Reflexes (from the Reflexes stat strip totals). 
The player with the highest total goes first. That 
player is now the acting player and goes through 
his entire round (step 3 below). The player with the 
next highest drive roll + Reflexes total goes next, 
and so on until every player takes his actions. 

3. Use Speed Points to Take Action!: When 
you're the acting player, you add your drive roll to 
your Speed to determine how many Speed Points 
you have to spend in your round. Speed Points are 
spent on movement, turns, attacks and some spe- 
cial abilities your Racer or Knight may have. You 
can take these actions in any order until all your 
Speed Points have been spent, at which time your 
round is over and the next player takes his actions. 
Your round also ends if you ram someone even if 
you have Speed Points remaining. 

Action Speed Point Cost 

Move forward 1M distance 1 

Move in reverse 1 M distance 2 

Turn 1 

Fire a weapon 2 

Ram None’ 

’Just the cost of movement before the ram. Your round ends 
after your ram attack is resolved. 

Move: Each time you spend 1 Speed Point to 
move your Racer forward (or 2 to move in reverse), 
your Racer moves in a straight line in the direction 
the Racer is currently pointed a distance equal 
to the short side of any Racer Knights card. This 
short side of the card is referred to as 1M for 1 
Move. If you're moving forward, lay down a card so 
that one corner of the short side of the card touch- 
es one front corner of your Racer and the other 
corner of the short side is ahead of your Racer in 
the same direction your Racer is headed. Move the 
front end of your Racer along the short card side 
to the other corner of the card side and spend your 
Speed Point. You may always choose to move less 
than 1M if you wish, though this still costs one 


Speed Point per partial movement. When driving 
in reverse, do the same thing with the back end of 
your Racer and spend 2 Speed Points. You must 
have 2 Speed Points to spend to move in reverse, 
even if you do not move a full 1M backward. 

Be careful — the magical waypoints are danger- 
ous! If you end your game round with any part of 
your Racer on top of a waypoint, it flares and your 
Racer loses 1 Durability. 

Turn: To make a turn, flip over any Knight card 
to see the turning diagram. Lay the turning diagram 
card down so the point of the turning arrow is in the 
middle of either side of your Racer (Racer bodies are 
marked with a centering mark where you will center 
the turn diagram). Turn your Racer by moving ei- 
ther its front or back end toward the angled line of 
the turning diagram arrow. The turn diagram has 3 
lines across it. Each time you spend 1 Speed Point 
to Turn, you can turn up to the angle of your Han- 
dling. For example, if your Racer has a handling of 
2, it can turn up to the 2nd line (90 degrees). If your 
Racer's handling is 4, it can turn all the way around 
(180 degrees). You may always choose to turn less 
than a full turn if you wish, though this still costs 
one Speed Point per partial turn. 

Important Note: Before you can turn your Racer 
from the direction it's currently heading, you must 
have moved forward or in reverse at least one card 
side distance (1M) since the start of your game round 
and since the last time your Racer turned. If you want 
to turn hard to the right, for example, you would 
start your round by moving forward, then making 
one turn, then moving forward again, then making 
your second turn, then forward, then turn, etc. 


Turning Example: Handling 1 



Turning Example: Handling 2 



Turning Example: Handling 3 



Fire a Weapon: Knights are the warriors of their 
school and people, and attacks are common in the 
jousting arena. If you choose to fire a weapon at an- 
other Racer or a waypoint, it costs 2 Speed Points. 
If you don't have 2 Speed Points left to spend, you 
cannot fire a weapon this game round. A Racer 
can fire its weapon only once each game round. 

To fire your weapon, do these things in order. 

1. Declare your target. 

2. Make sure your target is within your Firing 
Arc (see below) and within the range of your weap- 
on. You may check your Firing Arc or range before 
deciding to attack. "Line of sight" isn't important in 
Racer Knights — if your target is in your Range and 
Firing Arc, you may attack it regardless of what lies 
between (other Racers, waypoints, etc.). 

3. You and your target announce any Valor you 
want to spend on Strength and Armor (see below). 
You and your opponent can go back and forth adding 
points until you either agree to stop or both spend 
your maximum allotment (whichever happens first). 

4. Roll two dice for your attack roll and add your 
weapon's Strength to the result of the dice. If your 
total is greater than your target's Armor, you hit! 

5. Your opponent subtracts an amount of Dura- 
bility equal to the Damage of your weapon. Also re- 
solve any special abilities of your weapon like Spin or 
Slow (see below). If your target is reduced to zero or 
less Durability by your attack, he is Wrecked! — you 
earn one Glory and your target loses one Glory! 

(JJ CAPON STATS 

Firing Arc: Different weapons are mounted 
on Racers in different ways. Some are fixed to 
the chassis and can fire in only one direction (Arc 
A). Some have a pivot mount that lets the weapon 
turn a bit (Arc B). Some are mounted on turrets 
that can turn the weapon to fire in any direction 
(Arc C). An opponent's Racer must be at least 
partially within the Firing Arc of your weapon in 
order for you to attack it with that weapon. 


Find the Firing Arc diagram on the back of 
any Knight card (the diagram below shows how 
this works). For weapons with Firing Arc A, set 
the Firing Arc diagram so the tip of the Firing 
Arc A arrow points at the front center of your 
Racer. Anything even partially between the lines 
that extend in front of your Racer can be hit by 
your weapon. (The front of Racer bodies have a 
tab on which the front shield mounts. Use this tab 
to center the Firing Arc diagram.) Weapons with 
Firing Arc B use the same method, but the arc is 
wider: You can hit anything in front of your Racer, 
within range. Firing Arc C weapons may fire in 
any direction, and range is measured from any 
point on the firing vehicle. 


Firing Arc Example: Arc A 



Firing Arc Example: Arc B 



Firing Arc Example: Arc C 



Range: Weapons can fire a number of long-side 
card lengths equal to their Range. The long side 
a Racer Knights card is referred to as 1 R for 1 
Range. A weapon with Range 3 can be used to at- 
tack any Racer within its Firing Arc so long as any 
part of the opponent's Racer is also within 3R. 

For weapons with Firing Arcs A and B, range is 
measured from the front center of the Racer. Place 
the first measurement card in the very center of 
the front of the vehicle (touching the shield mount 
tab), with other cards laid end-to-end lengthwise 
until you reach the target or run out of range. 

For weapons with Firing Arc C, use the same 
method, but you may place the first measurement 
card anywhere on the playing surface as long as 
it is in contact with the attacking Racer. 

Strength: Strength is a measure of how likely 
the weapon is to break through an opposing 
Racer's armor. You add your Strength to your 
attack roll, and if this total is higher than your 
opponent's Armor you hit. 

Damage: The amount of Durability points your 
opponent loses when you hit with the weapon. 

Ramming: Any Racer can drive straight into 
any other Racer or waypoint blocker. This is called 
ramming. Ramming ends your round even if you 
still had Speed Points left to spend. Ramming is 
very similar to attacking with a weapon. Your dis- 
tance traveled in a straight line leading up to the 
ram determines the Strength of the attack, and 
your Ram Damage statistic (on your Racer's stat 
strips) determines the Durability damage your ram 
attack inflicts if you hit. If you hit and damage an 
opponent (or waypoint blocker) with a ram, you 
also lose 1 point of Durability. 

Only the distance you drive in a straight line at 
your opponent counts toward your ram Strength. 
You can turn before you start your ramming run, 
but the distance traveled before the turn is not 
counted toward your Strength for the ram attack. 
Your ram Strength increases by 1 for every two spac- 
es you move (full or partial). Only one partial move 
can be counted as a full move action. You must 





move in order to make a ram attack; you cannot 
ram a Racer you began your round touching unless 
you back up and then charge forward into it. 

In certain situations, a Racer might be hit on 
two different sides by a ram attempt, such as when 
an opponent in front and to the left of a Racer 
comes crashing into his target. When this hap- 
pens, the defending player chooses which side of 
the Racer receives the attack. 
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The race ends at the end of the round in which 
any Racer crosses the final waypoint, having crossed 
all the waypoints in order. At that point, each play- 
er who has not acted in the current round plays 
out his actions as normal and the race concludes at 
the end of the round. 

The race also ends immediately if all Racers ex- 
cept one are Wrecked! 

At the end of the race, players count up their 
total Glory. The Racer Knight with the highest 
total Glory from the race wins. Note that it's pos- 
sible to win even if another Racer Knight leaves 
you Wrecked! 

Counting Glory 

Crossing a Waypoint in Order +1 Glory 

Crossing the last Waypoint first + 1 Glory (in addition 
to the Glory for crossing 
the waypoint as normal) 

Wrecking! another vehicle +1 Glory 

Your Racer is Wrecked! -1 Glory 

UsiNq VaLor 

Valor helps you compete against other Racer 
Knights. So long as you have Valor, you may spend 
it on certain actions in the race. 

Before you make a drive roll, attack roll, or be- 
fore an opponent makes an attack roll that targets 
your Racer, you can announce that you're using 
some of your Valor to increase your Reflexes, 
Speed, Strength or Armor for the results of that 
roll. If you use Valor to increase your Reflexes, 
the points add to your Reflexes for the rest of 
the game round. If you wish to have more Speed 
Points for your round, you must spend Valor on 
Speed before your Drive Roll. 

When you spend Valor to add to your Strength 
or Armor for an attack roll, the Valor gives a bo- 
nus for that one attack roll only. 

Unless a special ability says otherwise, you 
cannot spend more than 3 Valor at a time on 
any single roll or action in your round. You can 
spend Valor each time you attack or are attacked 
in any round. If you had enough Valor available, 
you could, for example, spend up to 3 Valor on 
Reflexes, 3 on Speed, 3 on your Strength in an at- 
tack against another Racer, 3 on your Armor when 
player 2 attacks you, and 3 more on your armor 
when a third Racer attacks you. 

Important: Knights may spend a maximum of 
3 Valor on any given action. Veteran Knights (see 
the Special Abilities section) may spend a maxi- 
mum of 5 Valor on any given action. 

SpeciAl A&trcies 

The special abilities of many Racer parts are 
explained below. For example, if the stat strip for 
your weapon lists that the weapon has the "Heavy" 
special ability, look up Heavy below to see how it 
affects the game. 

In additions, weapons also have a weapon type 
listed in their special ability sections. These types 
(Lightning, Fire, Prism and Metal ) describe the 
type of damage the weapon causes. By themselves, 
these weapon types don't do anything and they 
don't appear in the list below. The weapon type 
works with other special effects and abilities. For 
example, the Knight Tobias Stormcaller enjoys a 
bonus with Lightning weapons. 

SH1GLD CDODS 

A shield is a special type of mod. Shields at- 
tach to the sides, front, and rear of a Racer. 

The Shield mod and its other special abilities 
are effective only against an attack aimed at 
your Racer from the direction of the shield mod. 

For example, if you're being attacked with a Fire 
weapon from an opponent on your Racer's right 
side, shield mods with the Shield special ability 
on your front, rear and left sides offer no pro- 
tection against the attack. In certain situations, 
a Racer might be hit on two different sides by 
an attack, such as when an opponent is in front 
and to the left of a Racer and could be shooting 
at the front or left side. In situations like these 
the defending player chooses which side of the 
Racer receives the attack. 

Bounce: When you score damage with this 
weapon, move your opponent's Racer 2 spaces 
(moves 2M) directly away from the direction of 
your vehicle. Do not change the direction the oppo- 
nent's Racer faces. If the Bounce effect moves the 
opponent's Racer into another Racer, both Racers 
take 1 damage. If the Bounce moves a Racer into 
a wall or the edge of the racing arena, the Racer 
takes 1 damage. If the Bounce moves a Racer into a 
blocked waypoint, both the Racer and the blocker 
take 1 damage (thereby opening the waypoint, just 
like a ram). In any case, the bounced Racer stops 
moving when it hits something. 

Coiled: This weapon has +2 Strength at Range 
1 or less and +1 Strength between Range 1 and 2. 

Damage Prevention (X): If your Racer is hit, you 
may discard this mod to subtract X damage from 


the hit. For example, Damage Prevention (1) lets 
you discard the mod to ignore 1 point of damage. 
Your Racer is still affected by any special abilities of 
the weapon as normal unless Damage Prevention 
reduces the weapon's damage to zero. You may use 
Damage Prevention after checking other special 
abilities like Evasive or Repair, but you must use it 
before trying to use Durable. 

Many shield mods come with Damage Preven- 
tion abilities. In the case of shields, you may use 
the Damage Prevention ability only if the attack 
originates from the side of your Racer that has the 
shield mod attached. 

Discharge: Instead of attacking on a given round, 
you may discharge your weapon. Immediately 
move up to 3 spaces backward at a cost of 1 Speed 
per space moved. You must move in a straight line 
when using the Discharge special ability. 

Durable: If your Durability is reduced to 0 (or 
below), roll a die. On a 4, 5 or a 6 your Durability 
stays at 1 (though it may be reduced again by an- 
other attack, after which you may attempt to use 
the Durable special ability again). A Racer can gain 
the benefit of Durable from only one component 
at any time; having two components that grant the 
Durable special ability will not give the player two 
rolls to protect the engine from suffering damage. 

Evasive: When your Racer is hit, roll a die. On 
a 5 or 6, ignore the hit. You may roll for evasion 
only once per attack even if you have more than 
one Racer part with Evasive. 

Fast: This Racer is immune to Slow. 

Heavy: You may spend 4 Speed (instead of the 
normal 2) to get +1 Damage when attacking with 
this weapon. 

Protection (X,#): Many shield mods include 
Protection abilities, giving your Racer +1, 2 or 3 
Armor vs. attacks that use the weapon type speci- 
fied. For example, Protection (Fire 1) gives your 
Racer + 1 Armor against Fire weapons. 

Protection (Ram #) grants +1, 2 or 3 Armor against 
ramming attacks. For example, Protection (Ram 2) 
gives your Racer +2 Armor against Ram attacks. 

A shield mod's protection ability increases your 
Armor only if the attack originates from the side of 
your Racer to which the shield mod is attached. 

Recharge: This weapon cannot be fired two 
rounds in a row. 

Repair: You may choose to repair your engine by 
taking no other actions that round. Choose a num- 
ber of Durability to repair then roll a die. If the roll 
is greater than the amount of Durability you chose 
to repair, your repair works and you regain your 
chosen number of Durability! You may not repair 
your Engine above its starting Durability. 

Sidewinder: This Racer can move laterally right 
or left (instead of forward or reverse) at a cost of 2 
Speed per move. This does not change the facing 
of the Racer. 

Slow: Place a Slow token on Racers that suffer 
damage from a weapon with the Slow special abil- 
ity. Each Slow token on a given Racer reduces that 
Racer's Speed by 1. Slow tokens cannot reduce a 
Racer's Speed to less than 1. 

Spin: If you damage a target by using a Spin weapon, 
you may rotate the target Racer up to one Handling 2 
turn (90 degrees) in any direction you choose. 

Stable: This Racer is immune to Bounce. 

Stall: If you roll a 1 on your Drive roll, you may 
not move your Racer this round. You can still fire 
a weapon if you have 2 or more Speed Points, 
however. Ignore the stall effect if you roll a 1 on 
the round following a round spent stalled. 

Steady: This Racer is immune to Spin. 

Surge: You may reroll your Drive roll. You must 
accept the reroll result. 

Torqued: You can make two turns per move- 
ment (paying the Speed Point cost for each turn 
as normal). 

Traction: +1 Strength on ram attacks. 

Turbo: This mod grants a +2 bonus to Speed in 
any round that the Racer does not turn or shoot. 

Veteran: You may spend up to 5 Valor on any 
action (normally Knights can only spend up to 3). 

Weakness: Place a Weakness token on Racers 
that suffer damage from a weapon with the Weak- 
ness special ability. Each Weakness token on a given 
Racer reduces that Racer's Armor by 1. A Racer's 
Armor may never be reduced below 5 by Weakness. 
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To get even more out the game, check out the 
Racer Knights website at www.racerknights.com. 

There, you can explore the Falconus Acad- 
emy, meet the Knights who train in the arenas, 
study different Racer parts, get exclusive tips and 
strategies, and find out about Racer Knights tour- 
naments happening near you. 
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